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Awalitable ?7?

Unity??Web???7??7?7?7?7?
UnityWebRequest

AINRRANNNNRRARNNNND PHPIITTIITTITITIIIIIT] Unity
T UnityWebRequest [TTTTTTIITIIT] URL
[LTITTITTIT]

// GETOOOOOOCOO
// url000000000

// requestO00000000000
var request = UnityWebRequest.Get(url);

(10

// 0000IDO00000CO00000000

var request = UnityWebRequest.Get("https://api.my-
game.co.jp/api/check login.php?user_id=45b99aef");

(10

https://api.my-game.co.jp/api APIITTT Root URL]]

check_login.php T T T T

?user_id=45b99aef URLITIIIIIIO 1D


https://class.illogic.games/books/642e9/page/unity

[(LITITIT] APITIITIT T API
ARNNRNRNNRNRNRRNNEED

// POSTOOOOOOOOO
// url00o00oo0o
// dataJPOST 00 (WWWForm)

// request0000CO00000O

var request = UnityWebRequest.Post(url, data);

(10

// POSTOOOODO00000000000CO
// 0000000000000000000

var data = new WWWForm();

data.AddField("user id", "45b99aef");

// OO00APIOURLOOOO0000O
var request = UnityWebRequest.Post("https://api.my-game.co.jp/api/check login.php", data);

000  GET QIIIIIIIIIIT] POST [IIITTITITITIT]
7?7?77
NERRRRRRRRRRNNNNRRRRRRRRRRRRRRRRRRRRNRRRRRRREED
(M0 Awaitable [TTTTIITIITITIITI

public async Awaitable CheckLogin(string user)

{

// POSTOOOOOO0CO0CO0000000
// 00000000000000C0000

var data = new WWWForm();

data.AddField("user_id", "45b99%aef");

// OOO0APIQURLOOOCOO00O
var request = UnityWebRequest.Post("https://api.my-game.co.jp/api/check login.php", data);

// 0000000

await request.SendWebRequest();



// 00000

P707?7°7

OO T T T T T I T T T
(ITITTITTIT

public async Awaitable CheckLogin(string user)

{
// POSTOOOOOOODOOOOOOCODOOO
//  0000000000000000000
var data = new WWWForm();
data.AddField("user id", "45b99aef");
// OO00APIQURLOOOO0OO0OO
var request = UnityWebRequest.Post("https://api.my-game.co.jp/api/check login.php", data);
// 0000000
await request.SendWebRequest();
// I00000000000000
// 000
string textResponse = request.downloadHandler.text
// I00000000000000
bytes[] byteResponse = request.downloadHandler.data;
// 000000000
h
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Package Manager [T111] Install Package By

Name[]

com.unity.nuget.newtonsoft-json
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[TITTTIIIITITTT 2(TTTTTTITTTITTTI0TT JOobject [] JArray

Jobject [TTTTTTTTIITTIITIITTIIII I T T IITTTT]

(I

private void Start()

{

JObject json = new JObject();
json["player_name"] = "[00"; // 000000
json["exp points"] = 1024; // 000

Debug.Log(json.ToString()); // 000000

JArray [T JObject
(TITTITTTTITTIT]

private void Start()

{

JObject json = new JObject();

json["player_name"] = "[000"; // 000000
json["exp points"] = 1024; // 000

JArray items = new JArray(); // 0O
items.Add(100);
items.Add(200);
items.Add(300);

json["items"] = items; // JSONOOO

Debug.Log(json.ToString()); // 000000

JSON



(LT
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(LITIT1] JObject.ToString() [IITII] JObject MTITTTITITIIIITIITIIT
Jobject.Parse() [TITITITIT] JObject [ITTTITITITI

private void Start()

{

// JSONOOO0

string text = "{ \"player name\" : \"P1\", \"exp points\" : 555, \"items\" : [40, 30, 20]
J

// J0bjectOO
JObject json = JObject.Parse(text);

Debug.Log("OOO0OOO:" + (string)json["player name"]);
Debug.Log("O00:" + (int)json["exp points"]);

// JArray00000

JArray items = (JArray)json["items"];

Debug.Log("100000000" + (int)items[0]);



// I000000000000000000C000

PopupController.Show("0000", “0000000");

// 1000000000CDO0CDO0CODO0Oo0OO
var popup = PopupController.Show("OO0OO", "OOOOO", PopupButtons.Ok | PopupButtons.Cancel);

popup.ButtonClicked += OnPopupButton;

HINRRRNNNNRRNNNNNNEED

// 0000000000000
private void OnPopupButton(PopupButtons button)
{
switch (button)
{
// 000000
case PopupButtons.Ok:

break;

// 000000000
case PopupButtons.Cancel:

break;
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